


oirplone yoke, and SI 
AND DIRECTION wirh i 
"T" THRUST LEVER. 


THE WEAPON SYSTEMS 
DISPLAY and rhe three di- 


lal Color Graphics 
odd ro rhe dynamic realism 
of STARFIRE™. 

The WEAPON SYSTEM dis¬ 
play rells rhe player when 

ro be fired, when rhe 
WEAPON COMPUTER sys¬ 
tem is LOCKED ON TARGET 
ro on enemy space shin, 
ond when rhe loser < 


The LONG RANGE SCAN 


domly in squadron fc 
rions. The player wori 
way up ro rhe high p 
GOLD squadron by d< 
ing BLUE squadron sh. H o 
and GREEN squadron ships 
first. A BONUS EXIDY PIRATE 
SPACESHIP (50 points) 
appears randomly. 

ATTACKING ENEMY SPACE¬ 
SHIPS fire or rhe player, and 
if rhe player is hit an explo¬ 
sion fills his field of vision 
J thunders through rhe 
temporarily slowing him 
wn. Once hit by enemy 
»• rhe player is reset ro 


OPERATOR OPTIONS 

Builr-ln Self Test System 
ro assist distributor 
and operator in simple 
rrouble-shooring. 
Operator Options ore 
clearly visible and readily 
selectable through on 
8-posirion DIP switch. A full 



of vision. 

The BATTLE STATUS gives rhe 
jjfij—r the current score 
tel (time remaining) 



Depth: 39.75'(101 cm) 

YOUR PROFITS WILL SOAR 
TO ASTRONOMICAL 
HEIGHTS. Contact your 


FIRE™, or contact EXIDY for 
referrals, or 390 Jovo Drive. 
Sunnyvale, CA, 94066 
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